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Currently,   the   visual   installation   is  monoscopic   but   can   easily   evolved   to 
stereoscopic display. The installation can be upgraded with twice more video­pro­














































process  gets   the needed  level  of  preemption.  However   this solution does  have 









































































their   cost.   Especially,  CAVE­like   systems   are   expensive   (from   23,000€   to 
300,000€). These reasons led us to propose a low­cost installation made with con­













































thanks to the tracking of user’s hands. We would like to establish some eye con-
tact during the experiment which will signify that you are existing for someone 
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